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Introduction | 
I welcome you to King’s Quest III: To Heir is Human! 


King’s Quest III is the continuing saga of the King Graham 
family who reside in the Kingdom of Daventry, but it is not 
necessary to have solved King’s Quest I or King’s Quest II to be 
able to play or enjoy King’s Quest III. This game is a bit more 
challenging than its two predecessors, so sharpen your 
adventurer’s skills and journey along with Gwydion as he 
develops his resourcefulness, discovers his true self, and 
eventually becomes a real hero! 


It is impossible to finish this game without the use of magic, so 
carefully study the magic spell formulas at the back of the King’s 
Quest III booklet. Note the ingredients to gather and study the 
procedures for preparing the magic spells. Make sure you have all 
the ingredients and implements you need before endeavoring to 
do this. 


To play an adventure game is to enter a world of fantasy where 
you are the main character. You will be Gwydion. You will guide 
him. You will think for him. Unfortunately if you are not careful, 
you will die with him. As Gwydion, throughout your quest, you 
will encounter obstacles and puzzles designed to thwart you. 
Many times you may feel that all you need is a little hint in the 
right direction to get going again. Other times a puzzle may have 
you so confounded that you require the answer! Hopefully, if 
you’re stumped, this hint book will put you back on track again. 





How to use a hint book 

If you feel you’re stuck, look for a question that most resembles 
your problem. The hints usually progress, from top to bottom, 
from a mere hint or ‘‘nudge’’ to an outright answer to the 
problem. To uncover an answer to a question, simply draw a 
single line across the first box with your marker. Seemingly by 
magic the answer will appear! I feel it’s best to solve adventure 
games without looking at too many answers. At first, try to get by 
on just a small hint. Only if you’re really stumped should you go 
for the answer. 


How NOT to use a hint book 

I have not created this book with the intention that you should sit 
down and read it through before playing the game. Rather, the 
opposite is true. I would feel most proud to have you use this 
book as little as possible. That would show great integrity and 
perseverance on your part. If you must have help, read only those 
hints pertaining to your particular problem. To be a bit sneaky, 
though, I’ve included some fake hints to throw you off the path. If 
you see a question regarding a white unicorn, don’t necessarily 
assume that a white unicorn even exists in this game! 


If you’ve finished King’s Quest III 

If you’ve “‘won’’ the game and your score was not the maximum 

(210), I’m sure that we can entice you to play again to better your 

score. If you did not receive the maximum score, there are things 

you did not do or see. Start the game over from the beginning. Be 

more observant. Try to ‘‘get’’ everything you can. In some 
> situations, try doing things differently than you did before. 





I’ve included a section toward the end of this book called ‘‘After 
the End of the Game.’’ Do not read this section unless you feel 
you ve tried everything and cannot seem to obtain the maximum 
score of 210. This section will tell you which items you might not 
have gotten, things you might not have done, or alternate ways of 
doing things. Again, do not treat this section lightly. To see it too 
soon could ruin the game for you. 


If you have enjoyed this game, I’m sure that you will like our 


other animated adventure games: King’s Quest III’s| 


predecessors-the original King’s Quest and King’s Quest II, The 
Black Cauldron, Space Quest and coming soon, Police Quest. 


Good luck on your adventure, and I sincerely hope you enjoy 
King’s Quest III. 


Roberta Williams 


General Questions 


All I do is wander around! There must be more to an adventure 
game than this?! 


seer ce eet | 
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1 This game is too fast! This game is too slow! 


How do I ‘‘see’’ the items I’m carrying? 


jaa aaa ee | 


How do I ‘‘drop’’ items? 


Am I the only one who keeps failing in my quest? I’m tired of 
starting all over again from the beginning of the game. What am I 
doing wrong? | 


ee ee 


Where does your character put all that stuff he’s carrying? 
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The Wizard’s House 


Characters you may encounter here: 


1. The wizard Manannan 7 
He controls your character. He doesn’t let you explore at will or 
carry items that bother him (the “‘starred’’ items). Sometimes, he 
gives you chores to do, may punish you, or even kill you! You 
must do away with him to be able to solve the game. 
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2. The black cat 

This is Manannan’s pet cat. You may encounter him almost 
anywhere in the house. Normally, he’s no bother. He can be fatal 
on certain stairs. If he gets in your way, just “‘kick’’ him. You 
can catch him if you want to. 


La peta en gi 


P 3. The chickens 
The chickens just strut around in their coop. You cannot take 
| them out of it. You can catch them if you want to. If you have the 
magic dough in your ears you can ‘‘hear’’ them ‘‘talk’’ to each 
’ other. They may reveal interesting information to you. 

, 
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I found a pair of magic shoes! How do I use them? 
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The wizard keeps killing me! What am I doing wrong?! 


Se ae ee 


The wizard keeps punishing me! How can I please him? 
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The wizard won’t let me leave the house! How can I explore?! 
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The wizard takes my possessions and kills me! Can I hide them 
someplace? 
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I’m tired of the wizard giving me chores! 


en | 


Sometimes the wizard journeys, or sleeps. How do I know when 
he’ll leave? How do I know when he’ll be back? 


ig ee | 
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The wizard has eaten all the food and he’s hungry again! Can I 
find some food? 
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Can I ever get away from the wizard for good?! 
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How can I get rid of the wizard? There must be a way! 
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Can I do anything with the black cat? 
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The black cat gets in my way. Can I move him? 


Are the chickens of any use? 


I suspect there’s a hidden room in this house. Am I right? 
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There is a cabinet in the wizard’s study, but it’s locked! Is there a 
key somewhere? 
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Can I ride the magic broom? 





I understand that there is a magic map in the wizard’s house, but I 
can’t find it! : 


Oe ee 
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I found the magic map! Problem is, it’s full of empty squares. 
What do I do with it? 


SS ee CT 


13 





eS 


I know that I can perform magic, but am confused as to how to 
begin. 


I found a magic spell book! How can I use it? 
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I can’t seem to prepare the magic spells without dying! What am I 
doing wrong?! 
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I keep falling off the path leading up (or down) the wizard’s 
mountain! 


The Countryside of Llewdor ‘ 
Characters you may encounter here: 
1. Medusa 
Hideous old hag with live snakes for hair. She’s so repulsive that 


you turn instantly to stone if you look her direction. She lives in 
the desert. 
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' 2.° Bandits 
The bandits appear randomly in the woods. If you re not ewe 
you will be robbed of all your possessions. It is possible to find — 
your stolen possessions, however. Sometimes you can see the 
bandits in the tavern of the town. 


3. Oracle 

The oracle resides in the spider web covered cave. But first, 
obviously, you need to find a way into the cave. The oracle will 
tell you some interesting information and give you a useful item. 


4. The Three Bears 

The Three Bears live in the woods. Semenmnes they won’t be 
home and you can enter their house and find some useful items. 
Be careful, though; Papa and Mama Bear can be surly when 
crossed! 
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5. Friendly storekeeper 
You'll encounter him, obviously, in the town’s store. If you have 
money, you can buy useful items from him. 


6. Pretty barmaid 
You can meet the barmaid in the tavern of the town. If you have 
‘money, you can buy drinks from her. 


7. Mariners 

Eventually a ship comes to the seaside town. You can meet the 
seamen in the tavern. If you have money, you can hitch a ride 
across the ocean on their ship. Better hurry, though. They won’t 
wait forever! 
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8. Big spider 

A big spider guards the entrance to the oracle’s cave. You need to 
get rid of the spider to be able to enter the cave. If you’re not 
careful, you will become the spider’s dinner! 


9. An eagle 
Sometimes you may notice an eagle flying across the sky. It may 
drop something that you need. Watch carefully. 


10. Various creatures 
Throughout Llewdor, you may notice pairs of creatures. They 
consist of lizards, birds, squirrels and fish. If you have the magic 


dough in your ears, you will be able to ‘‘hear’’ them “‘talk’’ to — 


each other. They may reveal interesting information to you. 


I saw Medusa in the desert! She turned me to stone! How can I 
deal with her? , 


A couple of bandits stole my possessions! Can I ever get them 
back? 
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How can I avoid the bandits? 


ee ee 
———— 


I entered the tavern and saw the bandits. Am I supposed to do 
anything with them? 


ee eee ee 
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I found the bandits’ hideout! Unfortunately, a bandit ae me 
off the porch to my death! 


SS ee 


Do I have anything to fear from the Three Bears? Can they help 
me? 


SS = S| 
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I want to buy something at the store, but I need money! Help! 


———— 
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How do I know what to buy in the store? 


ee ee 


I entered the tavern and saw sailors sitting there. Can they help 
me? 


aa ee 
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The sailors in the tavern want money. I don’t have any! What do I 
do? | 


A oe 
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I see the ship, but I can’t board it! An old sailor stops me. 


a a "| 
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How can I enter the cave with the spider web? A big spider wants 
to eat me! 


—— 
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I know I’m supposed to find an eagle tail feather, but where? 
How? 


—— ee 


21 


a 


ae 


As I walk the countryside of Llewdor I notice little animals. Can I 
talk to them? Can I catch them? 


eee — 


Now that I have the fairy dust, how do I use it? 
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I get lost in a desert! Is there anything out there? Does it ever end? 


nt 
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How can I get the mud from the stream? 


2 = ..5., | 
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Okay, I’m stumped! Where do I find a thimbleful of dew?! 


ll ae 


If I swim too far into the ocean I drown. Can I get across it? ~ 


Se es SS 
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I see acorns on the ground below a large oak tree, but I can’t seem 
to find any dried ones. | 


pete alee ee 


-[ looked into the hole at the base of the large oak tree, but didn’t 
- see anything. Is there any significance to the hole? 


be ae ce ee 


5 . I want to get a cactus in the desert, but they are all too thorny. 
I can’t find mistletoe anywhere! 


a a See 
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Isn’t there supposed to be a ship at the dock of the seaside town? I 
saw a picture of it on the King’s Quest III box. 


eee eel 


Se ee 
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No matter where I go the wizard seems to find me. Can I get 
away from him by escaping on the ship? 


ee | 
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The Ship 


Characters you may encounter here: 


1. Pirate captain 

You can encounter the pirate captain only in his sleeping 
quarters. Sometimes he’s there, sometimes he’s not, and 
sometimes he’ll walk in and surprise you! He’s not very nice; it’s 
best to avoid him. 
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2. Various other pirates 

You may run into other pirates on the ship. Be careful where you 
go and be prepared for a quick getaway. If they catch you, you 
may have to walk the plank! 


3. Mice 
You will notice a couple of mice in the cargo hold of the ship. 


Hopefully you have the magic dough in your ears, for they’ll give 
you some very important information. ‘“Listen’’ to them. 


The pirates stole my possessions! Where did they put them? 


ee ee 
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The pirate captain keeps catching me in his quarters! I want to 
explore it. Help! 


rr! 


The pirates threw me in the hold! How can I get out? 
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The pirates made me walk the plank! How can I avoid this? | 


aa = =—S 
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I want to explore the crew’s quarters, but a pirate keeps nabbing 
me! 


| | 


Can I ever explore the galley? 


ee 
a 
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Can I ever get into the crow’s nest at the top of the mast? 


‘ I keep falling off the rope ladder! 


[ a a 


I jumped off the ship and found myself in the middle of the ocean. 
Eventually I drowned. What did I do wrong? 


a a Ss 
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The pirates make me mop the deck! I hate mopping decks! 


eS 
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How do I know when to leave the ship? Does it ever get to land? 


a 


How can I escape the pirate ship? 


So ee eee 
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Can I do anything with the mice in the hold? Can I catch them? 


[ eee. Searoreai 2] 
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Small Beach and Mountain Range 
Characters you may encounter here: 


1. Pirate on the beach 

If you escaped the ship without putting the pirates to sleep first 
(using the magic sleep spell), then you will run into one of them 
on the beach. The only thing you can do is avoid him. 


2. Shark 
You can’t do anything with the shark. He’s just a pest. I wouldn’t 
go in the water, though, if I were you! 


3. Abominable snowman ; 
You will meet him in the snowy reaches of the mountains. He will 


not be kind to you, to say the least! You need to figure out a way 
to get past him. 7 


What does the magic crab do? 


| sian 2k mmaecnieeen | 
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I want to go swimming from the beach. Can I get rid of the shark? 


ee 
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I have a shovel and find that I can ‘‘dig’’ holes on the beach. 
What am I digging for, and where is it? 


a 


A pirate is on the beach! Now what do I do? 


es 
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Help! I keep falling off the narrow path in the mountains! 


a 
EO 


Okay! I give up! How do I get past the abominable snowman? 


eee 


aa 
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I keep falling off the cliff with the caves! 





The Kingdom of Daventry 
Characters you may encounter here: 


1. Gnome 

This is our old friend, the gnome, from the original King’s Quest 
game. You will find him friendly. He will tell you what’s been 
happening in Daventry, and what you have to do. © 


2. Three-headed dragon 
This is a very dangerous dragon. If you’re not extremely careful © - 
you will be torched to death! He holds your sister, Princess 
Rosella, captive. You need to kill the dragon and rescue the girl. 
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3. Princess Rosella 
She is really your long-lost sister. The dragon holds her captive. 
You need to rescue her from the dragon by killing him. 


4. King Graham and Queen Valanice 


You don’t meet them until the very end of the game. You fae a 
very happy reunion with your long-lost parents. 


ee, 
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I’m at the foot of the mountains, by a cave entrance. Can I climb 
back up the mountains? 


Does the old well serve any purpose? 


aE 
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I met an old gnome in a rocking chair. What do I do with him? 


a 


—— 


I’ve come all this way and now I can’t get into the castle; it’s 
locked! 


a 
eee 
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I see the Princess tied to a stake, but I can’t get to her! The dragon 
burns me to death! 


Can the dragon be killed - yes or no? 


a 


Well, I figured out how to get around the dragon, but now I’m 
stuck. How do I free the Princess without him noticing? 


ee 


er ae 
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Okay, I’ve got the Princess and she’s following me. Now what? 





The Magic Spells 


1. Understanding the language of creatures 

Throughout this game you will encounter pairs of animals. If you 
have prepared this magic spell, then you will be able to 
understand their *‘talk.’’ They will tell you important information 
about yourself and the game. 


2. Flying like an eagle or a fly 

You will encounter instances where it would be handy to be an 
eagle or a fly. It could be useful to avoid bad characters, or to 
escape from somewhere. Hint - did you know that eagles hate 
spiders? Beware - you only have enough magic essence for 
transforming three times! 


3. Teleportation at random 

Or, as it’s known around Sierra, the ‘‘poofing spell.’’ You can 
use this spell to escape quickly from a bad situation. It might help 
you get past the abominable snowman. NOTE: this spell will only 
‘‘poof’’ you around the region you are currently in. 


4. Causing a deep sleep 

This spell will only work in one place, and it has to be a dank, 
dark place. Hint - the cargo hold of the pirate ship is a dank, dark 
place. When you perform this spell, you will put others around 
you to sleep. 


36 


5. Transforming another into a cat 

To turn someone else into a cat, you need to get that individual to 
eat your ‘‘cat cookie.’’ The only one who will do that in this game 
is the wizard. But first, you need to hide it in some other kind of 
food. 


6. Brewing a storm 

Be careful creating storms. It can be fatal if you do it in the wrong 
place! If you try to create a storm inside, you will die. If you try 
to create a storm on the ship, you will die. Anywhere outside 
should be okay. Use it to kill a formidable opponent. 


7. Becoming invisible 

This invisibility ointment only works in a place where there’s 
both fire and mist. You only have enough for one application. If 
you use it in a wrong place, you will waste it. 


After the End of the Game 


CAUTION: Do not read this section until you have actually 
solved the game and seen the very end. Reading this section too 
soon will spoil the game for you if you have not completed it on 


your own. 





Points 
How and where earned Number of points 
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Maximum possible score is 210. 
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Objects 


Location of All Objects 
Where found 


41 


Where used 
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Pirate Ship 


Captain's Crew's 


Cabin Quarters 





44 


Countryside of Llewdor 


Forest Forest Oracle 

Maze Land (stream) (stream) 
Bottom 
F Forest 
neean orest of 

Land Mountain (stream) 

Oak Town 
Desert Tree (store) 

(hideout) 


Land (tavern) 


Three Bluffs 
Forest Bears’ 


Land House (mistletoe 


Kingdom of Daventry 


Stairway 
in 


Castle Stairway 
of in 
Daventry Cave 


Stairway 
in 
Cave 





Small Beach and Mountain Range 


Summit i Summit 


Daventry 


Wizard’s House 


treasure . 
( Wizard's 


Bedroom 


Path 
up Wizard's 


Mountain Laboratory 
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KING'S QUEST IL 


TO HEIR IS HUMAN 


Written and designed by Roberta Williams 
Programmed by Al Lowe, Bob Heitman 
and Bob Kernaghan 
Graphics by Doug MacNeill and Mark Crowe 
Music by Margaret Lowe 
Story by Annette Childs 








long, long time ago, when magic 
was the only science known to 
Ag he man, there dwelt in the land of 
Oe: Llewdor a wizard named 

ox Manannan. He was very learned 
in all matters of the heavens and earth. 






Of great age, Manannan presented a frail 
appearance, as though his skin were made 
of bleached and weathered parchment. 
Manannan’s impression of fragility lasted 
only until one looked into his coal-black 
eyes, which burned with a strange fire. 
This was, indeed, a powerful wizard. 
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Ithough he was powerful, and 
capable of conjuring up vast 
Rx¥i armies of spirit servants to 
VE Sweep his hearth, prepare his 
»*) meals, and other menial tasks 
with which he would not soil his hands, 
this solution to his everyday needs was not 
satisfactory to him. For he liked his 
solitude, and didn’t want a lot of spirits 
(who besides all else, are quite inquisitive 
and mischievous) cluttering up his house. 
Instead, he impressed a very young boy to 
do his bidding, taking the lad when he was 
only a year old, so he would have no 
memories to tug at him in the years to 
come. 





Unfortunately for Manannan, boys grow up 
and become adventuresome young men. 
As his slave grew in stature and in 
strength, Manannan was irritated to find 
him poking around in areas of the house 
where he didn’t belong. Or he would climb 
down the narrow path leading to 
Manannan’s. mountaintop retreat to 
explore the surrounding countryside. Even 
punishment did not stop him for long. 
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nd so the years’ passed. 
Manannan went out and found 
* another small boy to be his 

cf Slave. He stole him from a 
ENE? country some distance from 
Llewdor, to direct suspicion away from 
himself. Manannan was more careful with 
this child, and watched him closely. The 
wizard punished the boy severely when he 
caught him away from the house. And he 
made sure the boy didn’t get his hands on 
even any ordinary items that might be 
transformed into magic charms or 
potions. On the whole, Manannan didn’t 
have much trouble with him, but still, on 
the lad’s 18th birthday, the wizard zapped 
him out of existence. 


“It's a nuisance, having to train a slave all 
over again,” he mumbled complainingly. 
“But it’s better than having trouble like 
the last time.” 


And so he went on, every 17 years 
kidnapping a small boy from his loving 
parents, then slaying him on the 18th 
anniversary of his birth. (Occasionally the 
cycle was shortened slightly, when he 
unfortunately chose a precocious child 
that learned too much before his 18th 
year.) | | 





And time went on... LB 
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TIPS FOR THE BEGINNING ADVENTURER 


If you haven’t played one of Sierra’s 3-D animated adventure games before, 
here are a few suggestions to help you get started. 


LOOK everywhere. When you go somewhere you haven’t been before, the 
first thing to do is look around. You should get a description of the general 


area. Often there is a clue to the game or an indication that something in the | 


scene bears further investigation. 


EXPLORE each area of the game very carefully. Search the wizard’s 
domain, both inside and out -- even (or perhaps especially) those places he 
doesn’t want you poking around in. Venture out to mix and mingle with the 
inhabitants of the surrounding countryside of Llewdor. 


DRAW A MAP that includes each place you visit, objects found, dangerous 
areas, any and every landmark you see along the way. Try not to miss any 
area, Or you may miss an important clue or item necessary to the completion 
of your quest. And don’t think that because you’ve been somewhere once, it 
will be the same the next time. The population of Llewdor (and other 
countries you might visit) can move around as well as you (some better). 


Here’s an example of a map you might draw: 


In addition to constructing your own map, you may also find a certain magic 
map hidden in the wizard’s house. It’s up to you to unlock its special powers. 
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Keep your ears open -- TALK to just about everyone you meet, but use 
discretion! Some characters will be friendly and helpful. They will give you 
valuable information and advice. Others will try to trick you, so be ready to 
run and hide. If that doesn’t work, you may have to find some other-way of 
outwitting them. 


PICK UP anything that isn’t nailed down. You’ll come across many objects 
that have a use somewhere else in the game. Your inventory is listed on the 
‘‘status’’ screen (accessed with the TAB key). 


USE the items you pick up to solve large and small problems in the game. 
Some problems have obvious solutions. If you need to dig a hole, use a 
shovel. Other problems require more imagination to solve. 


BE CAREFUL. The way you must travel is long and dangerous. Be sure to 
remain alert at all times -- disaster may strike in the most unlikely of places. 


SAVE YOUR GAME often. That way, if misfortune should strike along the 
way, you won’t have to start over from the beginning (see your reference card 
for instructions on saving your game). 


DON’T GET DISCOURAGED. If you come to an obstacle that seems 
insurmountable, don’t despair. Explore the game some more, then come back 
later and try again. If you’re stuck, you might try backtracking to an earlier 
point in the game -- you might have forgotten to do something vital. Or you 
can buy a King’s Quest III hint book using the enclosed order form. 


Be brave, be resourceful, be true. 
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. CReuté this ve 
— OL wants SpA ibe, get ae . 
oe we LAnThH ee S, ust lake Hite: 
a raut aie Saag WE o 
eS oe ta ag aud. z pe (F om 


nee You now ies a potion which will allow you to cast the transformation spell. 
To cast the spell any time later: 3 3 : 


x Dip the nage feather in the essence Me aN want to beicorne an as 
: Oe , 
ee Dip the fly wings in he. essence (if you want to aecarag a fly). 


: 4 eek will turn into an ‘eagle or a fly. If you. i not transform back: into 
oe _ yourself, the spell will wear off after some time has Pere You can use this 
a oe = pel until ‘your rose petal/saffron POuOR. 1S ore 3 ee 


. To return to your own form before the spell wears off, recite thie? verse: 


Ca 
etn 


een 














TELEPORTATION AT RANDOM 


INGREDIENTS 


mt sporufel of salt grauus | 
aut spne of ded Muistlefoe | 
suc sntooth rounded stone of tunusuat Citor 


Ue magic wanr 
DIRECTIONS 


Z. Grind a ps Salt ny a Nuorter Crile a peste) 
. Grind thé must@fee. mn fae Auorfar- 
Tub Me Sine in Mee Wecxvfure 
. kasge fue sfoue 
_CKeate t's vesse) 

With fats kass, / fhe (mepart, 

Tower Most dar fo m pa 

Take Me sow 5’ place futier, 

To aunctter plice far fitter | 
VW. Wave thé ROU and. 


RAN 


You now own acharm which will allow you to cast the random teleportation 
spell. To cast the spell, rub the stone. It will instantly wisk you away from 
where you are. Remain alert, however -- even though you can use the spell to 
run away from danger, nothing guarantees that you will not arrive in a more 
precarious situation than the one you left. The power of the charm remains 
for as long as you retain the stone. 


Vil 





Eo gee 


- 


De tS he te 


eae WNREAY \ 


- CAUSING A DEEP SLEEP 


INGREDIENTS 


trl dried Atoms 
= Oy oleae [rk 
ome — pence 


DIRECTIONS 


— Grimal the acoms im 2 worbr with a pestle) 
Fut 1h4e Accom prader in a bow 
tae the sgl brode (in fhe. brat 


Stir the wit Qa 30m 


sige Qa charwak brazer | 
He Mixture In the braner’ (6o071€ Ste See Werte 


the anes Ce As Abus GOue Pte ~Chove Acar ) 
36 sles aa Cat anh 0 ) 
ae uate oe verse) 

fade a a ee So Lime 
Wye hode ede brher WIUC , 

15S C7ee2 

got ec eG Moog 

: oe YONA 


: Ae sleep D tose” tn tlre pus ces safeterping) 


You have now mixed a powder for casting a ‘sleep spell over whoever is 


nearby. To cast the spell, pour the sleep powder on the ground (or floor) ina — 


dank, dark place. Then recite: 


Slumber, henceforth! 


peer ee 








TRANSFORMING ANOTHER INTO A CAT 


eae ee | eee 

sriariabe root ces ee ae - 
ae ake tale “(At four por ee hs at 
vo Sporn fute a sie i = oe ee 


The baa coe hand. 


DIRECTIONS _ a Fg ee 
TL. Put mandrake yoot porvcet Iu a Lowe | 3 oe 
DL. Fat the cat hair Ww fae bowl | 3 

ch Ol An born. 


Shr fee Auta’ Wife a@ POoM. gre cxtl oe = “ 


ae - but He dough on Hu fe 
GR Pat the cl igh Ando a cookie Cat ee tae) 
am (Tete tpis® verse) 
aucrake root and hidr af cat 


/1 
Mix o7€ of Ash and jie a 
2. ff pe Jeo see 


Ths aoe appettn Pat, 
WW. Wave fat nae ‘awe 
You have just created a cookie that, when eaten, will turn 1 the victim into a 


cat. Forever! 





en 





| DIRECTIONS 


are ig 
- f i? ea Mae bravir rs bet 


; Outdoors, a rainstorm i conatele with thunder and bohiis will occur. It 


‘ earlier, recite: 


" BREWING A STORM 


INGREDIENTS | 
ra — 2 
ae oe 
que 


ae of so 


[Tut a tp of ottan ee ht bau 
Gantry 


: toe BAG tf , flitu Bemuove firme heat). 
Vat a spoon i pd ig te bv” we 









eee oe me 
CReure His verse 7 
EL nents from 7 ake ee, 2 
—Concbine Yo seh fhe lreaveus free. 
thin J Ar furs — brew, 
| Crat god Ther , fe Te ofits 
| Wane 4 < Avie 
%. Pout Hue s bre) Ante liajee Gee 


You he maxed a nee that you can use to brew a ites To activate the 
‘iat Sur Ye storm brew with your finger and recite: | , 
Brew of storms, 
Churn, it up! 
All 
last for some time, but will eemeny rain itself out. it you wish it to subside 


Brew of storms, 
Clear it up! © 





LXXXIV 


PD. BECOMING INVISIBLE 


ape - INGREDIENTS 
One foe 6 foe 
SVP | “a S$ son toe Sot — ae 


y oue tag ue | Se or 3 ¥ 


/]| DIRECTIONS — 
L. bak Ho cactus ithe a hme aes 


G SQueegne. Hee ce ous 
¥ a wit te cactus tes ce a bho 
x, I ae Lops ite — ynitee | a 3 Sag 
Vike SA wifi A von a2 ee | , 
WW. nee Mus verse) ee 
( Cactus plat antl. A eee 
ES | Fees olan ae tous road 
xy Gmbiue. wrk file and sf fp 12 Bee 
Mf Me MS be fpolaet eee a Trace 
Al. Wane Ana 


oy ® < 1K. Put meta / Ue tngpld lard Saas 


Y 5 You now have a magic ointment that will allow you to turn invisible (but 


eNe beware, the ointment only works in a place where there is both fire and mist). Se 
To cast the invisibility spell, rub the ointment on your body. You will be ° 
invisible for a short while. You have enough for one application. a 
ke : : etek 3 : : 
ey | * 
f 
: \) 


CLXIX 












OTHER 3-D ANIMATED ADVENTURE GAMES BY SIERRA 






KING’S QUEST 
by Roberta Williams 

The first-ever 3-D animated adventure game, and a bestseller. Join Sir 
Graham as he strives to save the kingdom of Daventry and win a crown 
through glorious deeds. 













KING’S QUEST II: ROMANCING THE THRONE 
by Roberta Williams 

The long-awaited sequel, and another bestseller. Join King Graham on his 
quest to rescue a beautiful maiden imprisoned in a faraway land. 










SPACE QUEST - CHAPTER ONE: THE SARIEN ENCOUNTER 
by Scott Murphy and Mark Crowe 

The first-ever sci-fi adventure in 3-D animation! Become space-age 
swashbuckler Roger Wilco, and plan and carry out a campaign to defeat the 
evil Sariens in their scheme to conquer the galaxy. 












THE BLACK CAULDRON 
by Al Lowe, Roberta Williams and the 

Walt Disney Personal Computer Software Staff 

Based on the classic children’s books by Lloyd Alexander, and the feature 
film by Walt Disney Productions. A bestseller, designed specifically for 
beginning or younger adventurers. Join the boy Taran in his efforts to defeat 
the evil Horned King and free Prydain from his reign of terror. 









LIMITED WARRANTY NOTICE 
Sierra On-Line, Inc. wants your continued business. If you fill out the enclosed 
product registration card and return it to us, you are covered by our warranty. If 
your software should fail within 90 days of purchase, return it to your dealer or 
directly to us, and we will replace it free. After 90 days, enclose $5 and return 
the software directly to us. Sorry, without the registration card you are not 
covered by the warranty. This warranty gives you specific legal rights, and you 
may also have other rights which vary from state to state. 


COPYRIGHT NOTICE 
Unauthorized copying of this program disk and the documentation may be a 
violation of Federal Criminal Laws (Title 17 USC Section 506). Violation may 
carry a fine of $25,000 or imprisonment or both. 
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3-D ANIMATED ADVENTURE GAME 
REFERENCE CARD FOR APPLE lle/Ilc 


a 


Sierra’s 3-D animated adventures represent a totally new approach to 
computer gaming -- a third generation in computer adventure. They feature 
colorful, double hi-res graphics, with animated characters moving through 
three dimensional background screens. The improved parser lets you talk 
to the computer in whole sentences. 


Sierra’s new series of adventures are interactive, changing as you explore 
and solve the puzzles. New discoveries are made as you dig deeper into 
the game. There are often multiple solutions to the many puzzles you 
encounter. In fact, you can play the game many times and never play the 
same game twice. 


LOADING INSTRUCTIONS | 

1. Insert Disk 1, label side up, into the drive. Close the door to the drive. 
2. Turn on power to the monitor and the computer. 

3. You may bypass the opening sequence by pressing any key twice. 
4. Follow the screen prompts to begin playing. 


If your game won’t boot properly, check to see that you meet these 

ae rool 
e As stated on the sticker on the outside of the box, 128K memory is 
required to operate Sierra’s 3-D animated adventure games. Apple Ile 
owners must have an 80 column extended memory card installed. 7 

e Printer cards (and other peripherals) sometimes interfere with the 
operation of Sierra’s 3-D animated adventure games. You may have to’ 
remove all cards from your slots, except of course the drive card and the 
extended memory card. 


e The earliest Apple Ile computers had ‘‘A” mother boards. To run the 


complex graphics in Sierra's 3-D animated adventure games, you need — 

a ‘‘B” mother board. If your computer has an ‘‘A’”’ mother board, contact 
bole computers for information on how to upgrade to a “BN” mother 
board. 


COMMANDS FOR THE HERO 
Your computer will be your hands, eyes and ears. Talk to it in commands of | 
one or two words, or even whole sentences. Unless otherwise ili taiaciat 
follow all commands with the RETURN key. 


Using a joystick or the keyboard, move your character North, South, East, 
West, diagonally, and when appropriate, up or down. To halt his steps with 
the keys, press the direction key you hit last again. 


You may meet others who have messages for you. Command them to 
speak. Type: TALK TO THE ALIEN 


You may need objects you see along the way. Type: GET THE PIZZA 


Pay attention to details. To see an object closely, type: LOOK AT THE 
CONTROL PANEL 
Use the objects you find along the way. Tica GIVE THE AMULET TO THE 
OLD MAN 


SAVING AND RESTORING THE GAME 


_ You may want to take a break at some point, and later begin where you left 


off. Sierra makes it possible for you to save and restore the game. Before 


_ you try something that looks risky, save your game. 








7 Formatting or Preparing a ‘‘Save Game Disk” 
_ Type INIT DISK any time during the game to create a save game disk. 
Follow the prompts on the screen to create the ‘‘save game disk’. 


Saving a Game 

The game can be saved almost any time during play. If you do this often, | 
_ then you won’t lose much ground if your character should suffer an 
unfortunate accident. Type SAVE GAME (or press 5). You will be instructed 
to enter a letter to identify your game. Type a letter from A-Z and specify 
your drive number. Insert your ‘‘save game disk’’ and press RETURN. Now 
you may continue playing your adventure from the point at which you saved 
the game. 


Restoring a Game 

To restore a saved game any time after a your adventure, type: 
RESTORE GAME (or press 7). Type a letter (A-Z) for the saved game you 
_wish to restore, and specify your drive number. Insert your ‘‘save game 
disk”’ and press RETURN. You will now be able to continue playing from 

the point at which you saved the game. | 


To save you typing time, these convenient keys quickly and easily =e 


- make these common commands: 


ESC Pause game 
Help | 
Toggle sound on/off 
Echo (repeat) previous command 
Inventory 
Save Game (A - Z) 
Restore Game (A - Z) 
9 RestartGame | 
CTRLC Cancel current command 


N of OD — 
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